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GE aie ecinp ath ee loves jigsaw puzzles! Solve Microzine Jr.'s puzzles on 
the screen, or print them and solve them on paper. Print your 
puzzles and give them to your friends to solve. You may copy 
“Jigsaw Puzzler” to share with your friends. 
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What is a FL-RA-ROO? A FLamingo, a giRAffe, and a kangaROO, 
after a ZooStorm! All of the animals in the zoo are mixed up. 
They need you to straighten them out. Help the animals, and 
kindly Ms. Tiggles will give you a surprise. 





This second rail is filled with animals and toys. What could be 

more fun! Help the customers buy the exact number of yo-yo's, 
nar arr marbles, crayons, and other toys. The animal shopkeepers will 

Sr ee thank you, and you will have fun as your math skills improve. 
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ae is she chef wearing a cian hat? What is that plant 
doing in the refrigerator? Someone made a mess in this kitchen! 
Can you straighten it out? Find all of the things that do not be- 
long in this issue’s “Eye Spy” feature, and we will send you a 
reward. 
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Read this Handbook for instructions 
on using each Microzine Jr. feature. 





GETTING STARTED 


Equipment You Need 
1. Monitor or TV 


2. 64K Apple II Plus, /le, lic, llc Plus, or IIGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 


Using Microzine Jr. 
1. Open the disk drive door. 


2. Hold the disk with the label end facing you. 


3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
slowly with the label facing down. 


4. Close the drive door. 


5. Turn on the computer and monitor (or TV). 





Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or the I, J, K, M keys to 
move the Hand. Type ?, or choose Hand Tutorial, on the Microzine 
Jr. Guide to learn how to use the Microzine Jr. Hand icon. 
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The Microzine Jr. Guide 


The Microzine Jr. Guide lists the Microzine Jr. options in a collection 
of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 





Troubleshooter 


We have included this new section in the Microzine Jr. Handbook to 
help you if you run into problems using Microzine Jr. Each Microzine 
Jr. program is documented in the Handbook, and specific hints for 
using the program are included there. However, we occasionally 
receive calls about more general problems. 


Loading Microzine Jr. 


lf Microzine Jr. does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


Printing 


Although Microzine Jr. is now compatible with more printers and 
more printer cards than ever before, we occasionally hear from 
customers who are having trouble printing material from a program. 
Most problems are caused by improper printer or interface card 
settings. Here are some solutions: 


* If you have an Apple /ic computer, tell the Classroom Publishing 
program that you have an Apple lic Serial Port printer interface card. 


e If you have an Apple llIGS computer, tell the Classroom Publishing 
program that you have an Apple Firmware printer interface card. 
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lf you have a Grappler C printer interface card, tell the Classroom 
Publishing program that you have an genet lic Serial Port printer 
interface card. 


lf you have a TexPrint printer interface card, tell the Classroom 
Publishing program that you have a Grappler + printer interface 
card. 


lf you have a ProGrappler printer interface card, tell the Classroom 
Publishing program that you have an Apple Parallel printer 
interface card. 


lf you have a parallel printer interface card that is not listed in the 
program, tell the Classroom Publishing program that you have an 
Apple Parallel printer interface card. If you continue to have 
problems, try the other parallel printer interface cards on the list. 
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JIGSAW Mi j r.'s Classroom 
PUZZLER Publishing Feature 





What You Will Find 
With “Jigsaw Puzzler," you will solve 27 Microzine Jr. jigsaw puzzles. — 


You may solve the jigsaw puzzles on the screen. Or you may print 
the puzzles, cut out the pieces and solve the puzzles. 


Copy "Jigsaw Puzzler" 


You may make extra copies of "Jigsaw Puzzler" to use as backup 
disks or to share with your friends. See the Computer Stuff feature 
on the Microzine Jr. Guide to learn how to copy "Jigsaw Puzzler." 
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Printer Setup 
"Jigsaw Puzzler" will ask if you have a printer. Choose Yes if you 
have a printer. Choose No if you do not have a printer. 


lf you have a printer, you need to tell "Jigsaw Puzzler" about your 
printer setup. The program will display a menu of options for printing. 
They are Done, Printer, Interface Card, Slot, and Line Feed. 


PRINTER SETUP 


Please tell JIGSAW PUZZLER what 
Lupe of Printer setup you have. 
Then choose DOHE to start. 


Printer: Apple IHageuriter II 
Card: Apple Firnware 
Siot: i 


Line Feed: on 


ise the arrow keys or IJKA 
to Hove the Hand. Press RETURH 
to choose or ESC to quit. 





Done: Choose this option when you are done telling "Jigsaw 
Puzzler" about your printer setup. 


Printer: Choose this option to select a printer. Use the arrow keys or 
the |, J, K, M keys to move the Hand to the correct printer. 


Interface Card: Choose this option to select a printer interface card. 
Use the arrow keys or the |, J, K, M keys to move the Hand to select 
the correct printer interface card. 


Line Feed: Choose this option to turn the Line Feed option on or off. 
"Jigsaw Puzzler" assumes you want the Line Feed option turned on. 
Use the arrow keys or the I, J, K, M keys to move the Hand to select 
On or Off. 
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Moving the "Jigsaw Puzzler" Hand 
Use the following keys to move the Hand: 


Apple Il Plus — Apple /le/lic/IIGS 

| to move up lor TT to move up 

J to move left Jor ‘* to move left 

K to move right Kor —_ to move right 
M to move down Mor | to move down 


"Jigsaw Puzzler" MAIN MENU 
“Jigsaw Puzzler" has two functions, or things you may do. They are 
SOLVE A JIGSAW PUZZLE and INSTRUCTIONS. 


SOLVE A JIGSAW PUZZLE 

Choose this function to solve one of the 27 Microzine Jr. jigsaw 
puzzles we made for you. Use the arrow keys or the I, J, K, M keys 
to choose Solve a Jigsaw Puzzle, and press Return. 


The program will display the Solve a Jigsaw Puzzle menu. On this 
menu you can choose an Easy Puzzle, a Medium Puzzle, ora 
Challenging Puzzle. 


Solve a J195anN Puzzle 


af= * Easy Puzzle 


O Hediun Puzzle 


6 Challenging Puzzle 


Use arrows or IJKM to wove the Hand. 
Press RETURH to choose or ESC to quit. 





Use the arrow keys or the |, J, K, M keys to choose the type of jigsaw 
puzzle you want to solve. Then press Return. 
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Options 


"Jigsaw Puzzler" has six options, or things you may do. They are 
(S)cramble, (L)ook at picture, (N)ew puzzle, (H)elp, (P)rint, and (Q)uit. 


¢ (S)cramble: Type S or use the Hand to point to Scramble to 
scramble the puzzle pieces. The pieces will move from the inside 
of the puzzle box to the area outside the puzzie box. 


e (L)ook at the picture: Type L to look at the assembled puzzle 
picture. 


¢ (N)ew puzzle: Type N or use the Hand to point to New puzzle to 
choose a new jigsaw puzzle to solve. 


e (H)elp: Type H or use the Hand to point to Help to read the 
instruction screens. 


e (P)rint: Type P or use the Hand to point to Print to print the jigsaw 
puzzle that is on the screen. 





¢ (Q)uit: Type Q or use the Hand to point to Quit to stop playing 
"Jigsaw Puzzler." The program will ask if you really want to quit. 


Type N if you don't want to quit. 


Type Y if you want to quit. The program will ask if you want to solve 
another puzzle. 


Type N if you don't want to solve another puzzle. 


Type Y if you want to solve another puzzle. 
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Solving a Jigsaw Puzzle 


The program will display a picture inside the puzzle box. Study the 
picture and press Return. 


Press RETURH to choose this puzzle. 
Use arrows or IJKH to see another 
puzzle. 





The program will divide the picture into puzzle pieces. Count the 
number of puzzle pieces and note their placement within the puzzle 
box. 


Type S or use the Hand to point to Scramble to scramble the puzzle 
pieces. The puzzle pieces will appear outside of the puzzle box. 
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(Look at picture <Help 
Use arrows or IJKMH to move the Hand. 
Press RETURHW to choose or ESC to quit. 





Move the Hand to the puzzle piece you want to place inside the 
puzzle box. Then press Return. 


The Hand will “pick up" the puzzle piece. Move the Hand and the 
puzzle piece to where you want the piece to go inside the puzzle 
box. 


Press Retum to “drop” the puzzle piece inside the puzzle box. 
Continue picking up and dropping puzzle pieces until the puzzle 
picture is complete. 


If you make a mistake, you may take a piece out of the puzzle box. 
Use the Hand to point to the piece and press Return. Then press 
the Space Bar. The piece will appear outside the puzzle box. 


When you have solved a jigsaw puzzle, "Jigsaw Puzzler" will 


congratulate you! Then the program will ask if you want to solve 
another jigsaw puzzle. 
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Type Y to solve another puzzle. The program will return to the Solve 
a Jigsaw Puzzle menu. 


Type N to return to the "Jigsaw Puzzler" MAIN MENU. 


INSTRUCTIONS 


Choose this function to read about solving and printing jigsaw 
puzzles. 
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ZOOSTORM a 





Leaping lizards! A terrible ZooStorm has hit the Isle of Sunny Days 
Zoo. The animals are all mixed up. 


What used to be a giraffe is now a GI-MIN-RA: the head of a Glraffe, 
the middle of a flaMINgo, and the end of a zebRA! 


Can you put the zoo back together? 
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What You Will Find 


You will search the Isle of Sunny Days Zoo for the mixed-up animals 
and bring them together, two at atime. You will switch their mixed-up 
parts to make real animals again. 





Moving Through ZooStorm 


Use the following keys to move through the Isle of Sunny Days Zoo 


and to move the cursor: 


Apple II Plus Apple /le/lic/IIGS 

| to move up lor 1 to move up 

J to move left Jor *¢ to move left 

K to move right Kor -—_ to move right 
M to move down Mor | to move down 
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Options 

In "ZooStorm" there are six options, or things you may do. They are 
Go On, Switch, Done, Yes, No, and Quit. 

¢ Go On: Choose this option to go on and read the next screen. 

¢ Switch: Choose this option to switch animal parts. 


* Done: Choose this option when you are done switching animal 
parts. 


¢ Yes: Choose this option to answer yes to any question. 
° No: Choose this option to answer no to any question. 


© Quit: Choose this option when you are ready to quit reading 
"Zoostorm." 


The program will ask, "Are you sure you want to quit?" Choose No if 
you want to continue reading. Choose Yes if you want to quit. 


Password 


lf you want to stop reading the story and continue "ZooStorm" 
another time, choose Quit at the bottom of the screen. 


The program will ask you to type a password. Remember your 
password! Then, when you read "ZooStorm" again, you may type 
your password and continue the story where you left off. 


The program can remember up to 40 passwords. When the 41st 


player enters a pasword to save a game, the first password entered 
will be erased. 
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What You Will Find 


Welcome to the Math Ani-Mall, the only shopping mall in the world 
with animal shopkeepers! 


There are 10 shops in the Math Ani-Mall. Each shop sells a 
different toy, like jump ropes or pogo sticks. You'll help the animal 
shopkeepers figure out how many toys they need to fill each 
customer's order. 


How the Game Works 


Your job is to help the animal shopkeepers serve customers in all the 
shops in the Math Ani-Mall. Since you are the only salesperson, you 
have to serve as many customers as you can in each shop. 
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The Math Ani-Mall has three floors. 


O CUSTOMERS SERVED. O CUSTOMERS LOST 


Use arrows to walk and ride elevator, 
SPACE BAR to enter a shop, ESC to quit. 





You will be selling these toys: 


Toy Shop Name 
Crayons Camel's Crayon Shop 
Blocks Bear-with-me Blocks 
Marbles Moose's Marble-Rama 
Yo-yos Yak's Yo-yo Shop 
Skateboards Skunk's Skate Salon 
Jacks Jack Rabbit's Jacks 
Jump Ropes J-ropes by Jaguar 
Pogo Sticks Panda's Pogos 
Paints Paints by Penguin Shop 
Balls Bat's Ball Boutique 
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Customers Served 
At the top left corner of the screen you will see how many customers 
you have served in the Math Ani-Mall. 


Moving Around the Math Ani-Mall 
Use these keys to walk around in the Math Ani-Mall: 


Apple II Plus Apple /le/lic/IIGS 

| to move up lor 7  tomoveup 

J to move left Jor ¢ to move left 

K to move right Kor — to move right 
M to move down Mor | to move down 


Entering a Shop 
To go into a shop in the Math Ani-Mall, walk to the shop door and 
press the Space Bar. 


Toys for Sale 

In each of the shops in the Math Ani-Mall, you will see six groups of 
toys for sale. The groups all contain different amounts of that toy. 
For example, go into the Crayon shop. 


CUSTOMERS WAITING: 


ORDER: fj 
CRAYONS 


| Melcone to 
I Camel's Crayon Shop 


i Lie | oe Horking, od at bh es 
i ya) Pree ce pa eet press I. 


Press ESC to leave shop. 





All of the crayons in the shop are displayed in different-sized groups. 
You will have to make sure the customers gets the exact number of 
crayons she asks for. 
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When you enter a shop for the first time, you have two options. 
You may press | to read the instructions or you may press S to start 
working. 


Read Instructions 
Press | to read the instructions. 


Start Working 

Press S to start working. Look at the number of toys the customer 
wants and the number of toys in each group. Figure out how many 
toys you need to fill the customer's order from both shelves of toys. 







ORDER: FG} 
ec OS Order box 
CU rr ae 


WRsO eG: 
LL 


" SOE Total box 


“SPACE BAR serves custoner, 





ESC leaves. 


Look at the number of toys the customer wants. For example, in the 
Crayon shop, the customer order is 12 crayons. 


Now look at the number of toys in each group on both shelves. In 
the Crayon shop, you see the crayons come in groups of 2, 4, and 7 
on the top shelf, and in groups of 1, 5, and 8 on the bottom shelf. 


At the end of each shelf is a box. You need to figure which groups 
from the top and bottom shelves will equal the customer's order. 
Type the number from the top shelf and the number from the bottom 
shelf that will equal the customer's order. 
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Type a number and press Return. The cursor will move to the next 
box. 


For example, in the Crayon shop you can fill the customer's order by 
using 7 crayons from the top shelf and 5 crayons from the bottom 
shelf. 


ORDER: EF 
CRAYOHS 


UO With) 
TC ELECT 


ae ie to serve the first 
ater 


ATR ae TSF PSO SP Rt en Pe 
SPACE BAR serves custoner, ESC leaves. 





Correcting Mistakes 


To change a number before you press Return, use the Delete key or 
the *- key to backspace over the number. Then type the correct 
number and press Return. 


To change a number after you press Return, just move the arrow 
back to the number and type the correct number over the incorrect 
number, then press Return. 


When you press Return, the total amount of toys you've chosen will 
appear in the Total box. 
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When the amount in the Total box matches the amount in the Order 
box, press the Space Bar. 


U Le J i thrid i it 
ORDER: ER3 ir 


CRAYONS 
soaas" “I Cy o | 


EEUU ES COO 


UU 


Ve MOM Fe a: ae tut 


E BAR serves customer 





lf the number of toys you selected does not match the customer 
order, the program will tell you to check the numbers again. 


When your total is correct, the program will congratulate you! 


When you have helped all the customers in the shop, the program 
will tell you to go to another shop. 


Warning Messages 


As you work, customers will enter and leave the Math Ani-Mall. 

When this happens, warning messages will appear on the screen. 
For example, when there are eight customers waiting in Yak's Yo-yos, 
you will see the message, "8 customers are getting antsy in Yak's 
Yo-yos." 


You can either go to the shop the message tells you about, or 
continue working where you are. 
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Ending the Game | 
Customers will leave the Math Ani-Mall when the shop they are 
waiting in gets too crowded. When the tenth customer enters a 
shop, all of the customers will leave. 


No matter how fast you work, some shops will get too crowded and 
you will lose customers. But don't worry! New customers will come to 
the Math Ani-Mall, so there will always be someone who needs your 
help. 


The game is over when 50 customers leave the Math Ani-Mall. 
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EYE SPY "The Mixed-up Kitchen" 





We cooked up a big mess in the Eye Spy kitchen. Some things are 
not quite right, and it is up to you to fix them. Find all the mistakes 
and you will get a reward! 


What You Will Find 


You will look at a picture and then use a magnifying glass to uncover 
the mistakes in "The Mixed-up Kitchen." 


Moving Around "The Mixed-up Kitchen" 


Use the magnifying glass to point to what you want to do, and to 
point to the mistakes in the picture. Use the arrow keys or the 
|, J, K, M keys to move the magnifying glass. 


If you have a mouse attached to your computer, use the mouse to 
move the magnifying glass and point to what you want to do. Then 
click the mouse button once. 
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Options 


Eye Spy has five options, or things you may do. They are Quit, Yes, 
No, Help, and Check Up. 


Quit: Choose this option when you are finished playing. You can 
~ also quit by pressing Esc. 


The magnifying glass will jump to the Quit option. The program will 
ask, "Do you really want to quit?" 


Yes: Choose this option if you want to quit. 


No: Choose this option if you want to continue playing. 


Help: Choose this option to read the instructions at any time. You 
can also choose this by typing ?. The magnifying glass will jump to 
the Help option. 


Check Up: Choose this option to see how many mistakes you 
have found. You can also choose this by typing C. The magnifying 
glass will jump to the Check Up option. 
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What You Will Find 
Computer Stuff has two functions, or things you may do. They are 
COPY A PROGRAM and INITIALIZE A DISK . 


COPY A PROGRAM 


You may use any ProDOS copy utility to make copies of "Jigsaw 
Puzzler" to share with your friends. Follow the directions on your 


copy utility to copy a disk. 
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INITIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press Return. 


A data disk is a blank disk (or one that you don't mind erasing) that 
has been initialized by Microzine Jr. Initializing a disk gets it ready to 
save your data for Microzine Jr. 





The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to Next. Press Return. 


| The program will tell you to put the disk into Drive 1. The program will 

| tell you that the disk will be erased. It will ask, "Do you want to go 

| ahead?" Use the Hand to point to Yes or No, and then press Return. 
The program will initialize the disk. Then the Computer Stuff list of 


| functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 
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MATH ANLE-MALL  asimustion 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW: cashier, packages, customer, total 


SCHOOL ACTIVITIES 


WRITING/ART & DESIGN: Have students design and draw their own 
toy shops for the Math Ani-Mall. Have students name their shops 
and write a short description of the animal that runs the shop and 
what toy is sold there. Have students present their pictures and 
stories to the class. 





Explain alliteration to students. Point out that each toy in the Math 
Ani-Mall is sold by an animal shopkeeper whose name begins with 
the same letter as the toy. Then have students make a list of toys 
and a list of animal shopkeepers that begin with the same letters. 


HOME ACTIVITIES 


MATH: Have students play "Math Ani-Mall" in pairs, or in teams, with 
each student or team scoring a point for finding the correct solution 
to a problem. 
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EYE SPY "The Mixed-up Kitchen" 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: utensil, chef 


SCHOOL ACTIVITIES 


WRITING: Have students write about an imaginary day they spent 
cooking in the kitchen. Have them include a description of the 
dishes they prepared, ingredients they used, and any unusual 
events that occured. 


Have students list the objects that do not belong in "The Mixed-up 
Kitchen," such as the camp fire and the dart board. Have students 
write a sentence for each object that describes where it does belong. 
For example, students could write about the dart board: "A dart 
board can be found in a basement or recreation room." 


HOME ACTIVITIES 


ART/DESIGN: Have students draw pictures of their kitchens at 
home. Have them include at least five things that don't belong in the 
picture. Then have students exchange pictures and identify the 
things that don't belong in the drawings. 
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